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Abstract

In the age of digital technologies, video games and all the practices connected to them are
still considered to be an undiscovered topic in Georgia. The main goal of this study is to
create academic knowledge about Georgian gaming subculture by describing subculture

itself and analyzing practices evolved around video games.

Gamers and cultural practices evolved around video games are analyzed from French
sociologist Pierre Bourdieu’s perspective of social field theory. Correspondingly, in this
particular study gaming is considered as a social field consisting of an order of the specific

capital, practices of agents and interaction of these practices involved in it.

The study uses a mixed method of social research. Quantitative research has been used to
describe the statistical data of Georgian gamers, Qualitative research methods have been
used (Participant observation and in-depth interviews) to gain information about gamers
and the practices evolved around video games.

Gamers’ practice analysis shows that this group of people consists of individuals who have
a specific knowledge; they often use their gaming knowledge and experiences in real life.
Video games and gaming generally don’t exist separately from the processes in the society.
Video games influence social life and on the other hand, social, political or economic

processes are also reflected on gaming practices.

This research has shown that it is important to study video games and gaming practices
with sociological and anthropological methods to determine the role of gaming in modern

person’s life.

Keywords: Video games, Gamers, Subculture, Gaming
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